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• Technology integration 
into our daily live 
• on personal, 
environmental and 
infrastructural level
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• Formal and informal learning;  
• Personalized and social learning;  
• Across time; locations, social contexts 
• Combined use of multiple device 
types; 
• Physical and digital worlds 
• Multiple learning tasks knowledge 
synthesis
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Experimental Designs ...
• focus on the core idea for a measurable 
effect in a real experimental design
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